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THE 3D0 COMPANY SHALL NOT BE LIABLE TO THE END USER FOR ANY LOSS OF DATA, LOST PROFITS, COST OF SUBSTITUTE GOODS OR OTHER CON- 
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' Welcome to 
Whipstaff Manor, 
where spectres 
haunt the halls and humans 
are most definitely NOT wanted. 
For more than a century the ghostly inhabitants have done a fine 
job of scaring away "Fleshies," keeping Whipstaff to themselves 
just the way they like it: dusty, cobwebbed, and deserted. 

All that however, is about to change. Whipstaff has changed 
hands; the stately old mansion now belongs to ill-tempered 
heiress Carrigan Crittenden. According to the deed, "Buccaneers 
and buried gold, Whipstaff doth a treasure hold." Carrigan is 
determined to get her hands on that treasure, and what Carrigan 
wants, Carrigan gets. 

Unfortunately for her, she's not the only spoiled brat at 
Whipstaff -- what the GHOSTS want, the ghosts GET! They want 
Whipstaff to themselves, and unlike the manor's new Fleshie 
owner, they've been getting their way for over a hundred years! 

Thwarted from her gold-hunting and driven out of the 
mansion by the spectral antics, a disgruntled Carrigan seeks an 
expert and finds one: psychiatrist Dr. James Harvey, possibly the 
only "therapist to the dead'' in the world. He moves into the 
mansion with his twelve-year-old daughter Kat, prepared to deal 
with the ghosts on their own obnoxious terms... 

You play Casper, youngest of the Whipstaff ghosts. The other 
three are your odious uncles, Stretch, Stinkie, and Fatso, who 
love nothing better than to scare the heck out of any Fleshie 
who dares set foot inside their haunted mansion. However, as 
far as you're concerned, the afterlife is the worst. You're bored 
and lonely, and you just don't enjoy frightening people. 

You want a friend, 





GAME SPECS 

Casper is an adventure game in which you explore the halls 
and rooms of Whipstaff Manor as Casper the Friendly Ghost. By 
using the control pad (see CONTROLS on page 7) you can move 
Casper around, pick up, carry, and use objects, solve puzzles, 
reassemble torn paintings to obtain secret items, and morph 
into a wild variety of shapes and forms. 

Unlike in many other games in which you only have a certain 
amount of time or "lives," Casper cannot die (again) and there is 
no time limit, so you can experiment and snoop to your heart's 
content. However, if you should fail to solve a puzzle and lose 
all your Morph Points (ie. if one of your interfering uncles thinks 
it would be funny to imitate an undertaker and whack you with a 
shovel) you'll be sent back to the beginning of the game, at the 
mansion's front hall. Don't worry - opened doors stay open and 
solved puzzles stay solved. 

Your first goal as Casper is to search the manor for tokens of 
friendship to give to the Harveys. It's up to you to choose the 
right gifts and good deeds to gain their trust, because with your 
uncles AND Carrigan standing in your way, you need a friend 
more than ever. In other words, you're probably going to need 
Kat's help for the next stage of the game... 




CHARACTERS 

Casper 

Our hero, the character you guide through 
the game with the control pad - a cheerful, 

I happy-go-lucky young ghost who wants 
nothing more than to be accepted. You'll 
guide him through Whipstaff Manor on his 

quest for friendship and a second chance at life. 

Stretch 

Ringleader of the Ghostly Trio, Casper's 
three Fleshie-hating uncles. An arrogant, 
no-nonsense, mischievious bully who likes 
Whipstaff the way it's supposed to be: 
uninhabited. 



Stinkie 

Short, nasty, and able to contort his face and 
body in the wildest of ways, he's definitely 
the meanest of the Trio... but he always does 
what Stretch tells him to do. 




Fatso 

The ghost with the most. What more can we say? 

Compulsive, selfish, and 

jolly in his own way, 

he loves a good 

joke - even at 

his own expense 

-- and 

a good meal. 





Kathleen Kat Harvey 

Daughter of the psychiatrist sent to figure out 
the haunted goings-on at Whipstaff. If you 
can convince her that Casper is a friendly 
ghost, she may prove to be a useful ally... 
and a true friend. 




Dr. James Harvey 

The worlds only "therapist to the dead/ 
Dr. Harvey was a normal psychiatrist until the 
untimely death of his wife Amelia. He'll need 
every scrap of his famed patience and compas- 
sion to put up with the Ghostly Trio! 



Carrigan Crittenden 

The spoiled, grasping inheritor of Whipstaff Manor. She thinks 
there's treasure hidden somewhere within those ancient walls, 
and she'll stop at nothing to get it. 





CONTROLS 



Float Downward 

\ 
\ 



Float Upward 
/ 



Nove 
Casper 




Morph/Drop 
Use Item 



— 1 Action 



Examine 



Options 



Inventory 



A: When you spot something interesting in the game, such 
as an item or a painting frame, press A while Casper is stand- 
ing (or is that floating?) next to it to find out more about it. 

B: Action -- for use when Casper finds something interesting 
that he can't place in his inventory (ie. a switch or a door) and 
you'd like to see what it does. By pressing the B button, you 
can activate switches, search for hidden objects, open doors, or 
push/pull/use objects. 

C: Allows Casper to morph into the selected form, as repre- 
sented by an icon you've found and placed in your inventory; 
you'll need to assume various shapes and forms to solve some 
of the puzzles in Whipstaff Manor. C also lets you drops objects 
that you no longer want or need; in addition, when you find a 
color-coded key, you can take it to the same-colored door and 
press C to use the key to unlock that door. 

P: Opens the Inventory Screen, where all of 
the items and morph icons you've gathered are 
stored. Once you've opened the inventory: 

Directional arrows: Scroll through the inventory 
with a magnifying-glass pointer 





A: Examine item currently indicated by the magnifying glass 

C: View blueprint of the Lazarus Machine -- you'll be gather- 
ing pieces of this machine in later stages of the game! 

X: Enter Options Menu 
L: Make Casper float lower 
R: Make Casper float higher 
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MORPHING 






There are lots of things for Casper to do, but 
sometimes being just plain ol' Casper won't do the 
trick. To accomplish his mission, he must learn how to 
"morph" - to change his ghostly shape! As you search 
through the the mansion you will find a number of Morph Icons, 
which are little pictures of new shapes and forms Casper can then 
change into, if you like. Some of the different shapes Casper can 
assume (if vou find the appropriate Morph Icons) are: 

MEGA-CASPER 

Transforms Casper into a 20-ft version of himself 










HAMMER 

Turns Casper into a hammer 

WHIRLWIND 

Turns Casper into a little tornado 

FAN 

Turns Casper into a fan 

LIGHTBULB 

Turns Casper into a lightbulb 




& lb 



SAW 

"inRII Turns Casper into a buzzsaw 





SCREWDRIVER 

Turns Casper into a screwdriver 

BOUNCY 

Turns Casper into a rubber ball 

SMOKE 

Turns Casper into a puff of mist 






To select and use a morph you've picked up, press P to enter 
your inventory and use the directional buttons to move the magnify- 
ing glass to the one you want to use. When you're sure you've 
selected the right morph for the job and that you have enough 
Morph Points to pull it off, press C. Search the manor carefully -- 
you might even find secret Morphs! 

However, each morph costs a certain amount of Morph Points 
to maintain. You can store up Morph Points slowly by simply let- 
ting them build up, but it's much quicker to look for some 
munchies to build up energy - Casper may not need to eat, but a 
good healthy snack does increase his collection of Morph Points. 
When you bump Casper into a food item, it is is automatically 
"eaten" and its Morph Points are added to your point total. Mere's 
a list of the different types of food you can collect: 




Glass of milk 

+20 Morph Points 



*it#. 
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Tuna sandwich 

;b Morph Points [pi 

Banana 

+ 10 Morph Points 

Apple 

+ 10 Morph Points 



Carrot 

+25 Morph Points 

Broccoli 

+50 Morph Points 
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ITEMS/ACTIONS 

You can pick up a number of interesting 
(and quite possibly useful) objects scattered around 
the house, non-food items are automatically added to your" 
inventory when Casper bumps into them, To select and use 
an item you ve already collected, press P to enter your inventory, 
then use the directional buttons to move the magnifying glass to 
indicate the item you want to use. 

You'll want to keep your eyes open for keys. There are two 
different kinds: iron keys which unlock doors, and brass keys to 
unlock chests. Keys are stored in your inventory and can only be 
used once, because they're so old that they break and crum- 
ble in the lock the first time they're used. 

You should also be on the lookout for scraps of paintings; 
an empty picture frame means that the painting which used to 
be there has been cut into four pieces and hidden somewhere 
in Whipstaff Manor. To put a piece back into the frame, walk up 
to the frame, select the fragment from your inventory, and press 
C. If you can locate all four matching pieces and reassemble 
them within the frame, you will be rewarded with a prize! 

Fools' Gold Coins can be used to lure Carrigan off of your trail. 
To distract the greedy heiress, select a coin in your inventory and 
press C to toss it. 



If you find a bucket, you can fill it with water by locating a 
sink with a faucet. Stand next to the sink, select the bucket from 
your inventory, and press C to fill it to the brim. 
To dump the water out, select the bucket again 
and press C. Now, how can you use a bucket 
full of water...? 
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EXPLORING 



Doors: Locked doors can be opened with iron keys. 

Chests: Fastened chests can be unlocked with brass keys. 

Furniture: Some light pieces, like barrels and chairs, can be 
moved. Stand Casper in front of the item of furni- 
ture and press B to give it a try. Some furniture can- 
not be shifted at all, and some might be moveable if 
Casper was a little stronger. Hmmm... 

Fireplaces: You never know where a chimney will lead.. .but 
before you can check out the inside of a fireplace 
you'll have to put out the fire first. 

Sinks: You can carry water away from here by choosing the 
bucket from your inventory and pressing C to fill it. 

Switches: There are three different kinds of switches and but- 
tons in the game: 

■ light switch • weight switch • lever 

Multiple switches can usually be operated by flipping 
them in a certain on/off pattern. Tor example, if you 
find three switches in front of you, perhaps turning 
the first one on, the second one on, and the third 
one off may trigger open a secret passage or a hid- 
den compartment! You'll have to be clever -- 
Whipstaff Manor is full of secrets and surprises, and 
sometimes a key combination might be as innocent 
as a set of lamps or a chest of drawers... 




The Following Gives Away 
the First Major Puzzle 
of the Game. 




DON'T READ ANY FURTHER 
UNLESS YOU'RE SURE YOU WANT 
OUR HELP! 

Select new Game and wait for 
Casper to say what he has to say. 
When the 'Loading" screen flicks 
off, you'll find yourself, as *< 

Casper, floating in the middle of the Main Hall, over a floor 
patterned like a spiral. There's some broccoli below you -- 
using the directional pad, move Casper down to grab both 
pieces for a quick boost to your morph energy reserves. 

Okay. Move up a bit, towards the top of the screen. See that 
empty picture frame? Your first goal is to find all four missing 
pieces and bring 'em back. Head to your left, through the archway 
and past the fireplace. Pick up the iron door key you see there 
and head up through the door the key was lying in front of- press 
B to unlock and open it. Head straight up; to your right is a door 
that you can't open without another key. Go left instead and push 
B when you're floating before the lever you'll find there. Forget 
the door - this makes the whole wall slide open! In the secret 
room behind that wall is a brass key (good for opening chests) 
and the first puzzle piece. You're one-fourth of the way there! 

A suit of armor, hmm? Isn't there always 
something weird about suits of armor in 
haunted houses? 

Get over there and press A to examine it. Ah 
hah! A loose spear! Press B to pull on the spear 
and release the door above you. (Note: if 
you ever have trouble reaching something to 
activate it, fiddle around 






with your altitude buttons 
the ones on the front of 
your controller, where 
your index fingers are 
-to hit the right angle. 




Go up to that secret room to pick up 
another key and a sandwich, now, head back down to that 
switch which opened up the wall. This time go right to that door 
you couldn't open before - you've got that iron key now, 
remember? Press B to get through that door. There's a chest in 
the next room up! Position Casper before the chest and press B 
to use it to open the chest... 

...And jump back quick, because Fatso's lurking in there! If 
you can dodge out of his reach fast enough, he'll give up and go 
away, leaving the puzzle piece free and clear for you to pick up. 
Two down, two to go. 

next, go back down to the fireplace, to the far left door - not 
the one you already went through, the next door over, Yes, that's 
the one. This archway leads to the Kitchen: Fatso's lair. Whoops! 
If you don't get back out of there quick, he'll kick your phantas- 
magorical butt! You cannot, repeat, CAnnOT beat him at this 
stage in the game. That'll teach you to get too blindly dependent 
on a walkthrough... 

Right. Back to the Main Hall you go, nursing your wounded 
ego. At the upper side of the screen are two archways on either 
side of the empty picture frame -- head through the left one. Go 
on. What, don't you trust us anymore...? 








Good, That's the spirit - pun 
"intended. Up that way you II hit 
another door; in the room up 
beyond it you can gather up two more keys. (See? 
That didn't hurt.) On the wall to your left is an in/out 
button; adjust your altitude until you can push that button by 
pressing B. Another in/out button will appear in the wall to your 
right. Do the same there. 

Right! now, back down to the Main Hall (getting tired of that 
spiral yet?) and go up through the OTHER archway by the picture 
frame, the one to the right. 

There's another chest there - you've got a brass key so press 
B. You should be getting the hang of this by now. If you are, 
then you should know enough to jerk back when the chest 
opens up, because once Fatso's got what he thinks is a good 
idea in his head, he doesn't let it go! 

An iron weight? What kind of prize is that? Believe it or not, 
it's a good one. Hang onto it and trust us. 

To the right of the chest is a lever; press B to pull it and open 
a door to the right. Go up through that door, fish out a brass key, 
and press B to open this chest. Guess what? Yep, Fatso again. 
He's repulsive but oh-so-predictable, luckily for you. Pick up the 
puzzle piece - that's three! - and gather up any keys and sand- 
wiches in the area before wandering back down to (surprise!) the 
Main Hall. 

There's really only one more place to check out. You wanna 
bet the fourth and final puzzle piece is there? 
Go left again from the Main Hall to the fireplace 
and go through the fireplace. 

Heh heh heh -- gotcha again! no, you have to 
pass through the first door, 
the one right nEXT to the fireplace. Head up 
to your right again and stop at 






the door you opened a while back. Hmm...we could be wrong, 
but it sure looks like you're supposed to step on the sparkly floor 
grate there. But you're a ghost. You re insubstantial. How do you 
get the darn thing to respond? 

The iron weight! Yes! We TOLD you there was a reason for 
lugging that clunky piece of metal around! Get it out of your 
inventory and press C to drop it onto the grate. Qo to page (7) if 
you don't know how to use your inventory. We don't have time for 
a refresher course right now, Qo ahead - we'll be right here when 
you get back.., 

All set? Great. Dropping the weight on that glittery floor trig- 
ger will reveal a hidden puzzle piece to your right. Grab it and 
hustle back to the Main Hall. 

You've got all four pieces. What now? 

Well duh, To put puzzle pieces into the picture frame, first 
select them from your inventory. Then, while Casper is floating in 
front of the frame, press C to set them into place. Once all four 
scraps are back where they belong, your reward will materialize 
just below Casper. We II let you figure out what it is and what to 
do with it. From here on out you're on your own.. .and it's such a 
big, dark, spooky house full of ghosts and spiderwebs and shad- 
ows... 

Go on, get moving. You can do it. We'll be waiting for you out 
on the front porch. 
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CUSTOMER SUPPORT 

If you have any questions about this, or any other Interplay product you can reach our 
Customer Service/Technical Support Group at: 

Interplay, 17922 Fitch Avenue, Irvine, CA 92714 Attn: Customer Service. Customer Sen-ice is 
available 24 hours a day through our Automated Customer Service system, with a Customer 
Service representative available during normal business hours at (714) 553-6678. 

Please have your system information available, or better yet, try to be at your 3DO. The more 
detailed information you can provide our support personnel, the better service we can provide 
you. 

Hintline 

Although hints are not available for this game, hints are available for other Interplay games. 
You can reach our hintline at 1-900-370-PLAY). For this service, the charge for the first minute 
is $1.25; $.75 for each additional minute. All hint questions must be directed to this n 900 n 
service. Ho hints will be given on our Customer Service lines. You must have a touchtone 
phone to use this service. The hintline is open 24 hours a day. All long distance charges are 
included in these prices. Callers under the age of 1 8 must get parental permission before call- 
ing the hintline. The hintline is only available in the U.S. and Canada. Charges subject to 
change without notice. 

If you have a modem, you can reach us at the following: 

The Interplay BBS: We have a 24-hour, 7-day a week multiline BBS available for customer 
questions, support and fixes. The number is 714-252-2822. Modem settings are 300-28.8K 
Baud, V.32bis, V.42bis, 8-N-l . You also may contact our BBS over the Internet. 
Telnet to bbs.interplay.com. This is a free service. (Excluding toll charges.) 

America Online: You can E-mail Interplay Customer Support at IPTECH. To reach our 
Customer Support board to the Industry Connection, press CTRL-K for "Go To Keyword." 
Then type INTERPLAY in the Keyword window. In addition to reading and leaving messages, 
you can download fixes and demos from the "Software Libraries." 

CompuServe: We are available for IBM and compatible on-line support. We are located in the 
Game Publishers B Forum, type GO GAMBPUB at any T prompt. Then select "Section 4" for 
Interplay Productions. You can leave technical support questions there. You can also down- 
load fixes and demos from Library 4 in GAMBPUB. The best place for game play hints about 
our games is in the GAMERS forum. If you are not already a CompuServe member, you can 
call CompuServe toll-free at 1-800-524-3388 and ash Representative #354 for a free introduc- 
tory membership and a $15 usage credit. For game play hints look In the Gamer's Forum 
(GO GAMERS). Besides technical support for Interplay products. CompuServe offers many 
other services, including communications, reference libraries, hardware and software support, 
travel, games and much more. 

GEnie: We are located in the Games RoundTable by Scorpia, type M805;l at any "?" prompt. 
Then select "Category 13" for Interplay Productions. Fixes and demos are available in the 
libraries. 

PRODIGY® Interactive Personal Service: You may send mail directly to us. 

Our ID is TLAY99B". 

Internet: You can reach Interplay by sending Internet E-mail to "support@interplay.com". 
Many Interplay demos and patches are available at Internet FTP sites. To visit our World Wide 
Web site, point your browser to: "http://www.interplay.com* or you may ftp to 
ftp.interplay.com. 



LIMITED WARRANTY 

INTERPLAY LIMITED 90-DAY WARRANTY 

Interplay warrants to the original purchaser of this 3DO™ prod- 
uct that the compact disc on which the software programs are 
recorded will be free from defects in material and workmanship for 90 
days from the date of purchase. If the compact disc is found detective within 
90 days of original purchase. Interplay agrees to replace, free of charge, any 
product discovered to be defective within such period upon receipt at its factory 
service center of the product, postage paid, with proof of the date of purchase. 
This warranty is limited to the compact disc containing the software program origi- 
nally provided by Interplay and is not applicable to normal wear and tear. This 
shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any 
implied warranties applicable to this product, including warranties of merchantabil- 
ity and fitness for a particular purpose are disclaimed. Interplay disclaims all 
responsibility for incidental or consequential damages. 

Some states do not allow limitations as to how long an Implied warranty lasts 
and/or exclusions or limitations of incidental or consequential damages so the 
above limitations and/or exclusions or liability may not apply to you. This war- 
ranty gives you specific rights, and you may also have other rights which vary 
from state to state. 

Lifetime Warranty 

If the compact disc should fail after the original 90-day warranty period has 
expired, you may return the software program to Interplay at the address noted 
below with a check or money order for $15.00 (U.S. currency), which includes 
postage and handling, and Interplay will mail a replacement to you. To receive a 
replacement, you need to enclose the original defective compact disc in protective 
packaging accompanied by: (I) a $15.00 check or money order, (2) a brief state- 
ment describing the defect, and (3) your return address. If you have a problem 
with your software, you may wish to call us first at (714) 553-6678. If your com- 
pact disc is defective and a replacement is necessary, U.P.S. or registered mall is 
recommended for returns. Please send the defective disc(s) only (not the box) with 
a description of the problem and $ 15.00 to: 

Warranty Replacements 

Interplay Productions 

17922 fitch Avenue 

Irvine, California 92714 

Copying Prohibited 

This software product and the manual are copyrighted and all rights are reserved 
by Interplay Productions and are protected by the copyright laws that pertain to 
computer software. You may not copy the software except that you may make one 
copy of the software solely for backup or archival purposes. 
You may not loan, sell, rent, lease, give, sub license, or other- 
wise transfer the software (or any copy). You may not modify, 
adapt, translate, create derivative works, decompile, disas- 
semble, or otherwise reverse engineer or derive source code 
from, all or any portion of the software or anything incorporated 
therein or permit or encourage any third party to do so. 

NOTICE: Interplay reserves the right to make modifica- 
tions or improvements to the product described in this 
manual at any time and without notice. 







WORLD WIDE 
WEB SITE 



Welcome to the Interplay Web! As a company dedicated to providing innovative, 
high-quality interactive entertainment software, we are always striving to stay as 
close as possible to the leading edge of technology. This Web site is the latest 
example of our ongoing effort to provide a wealth of information and opportunities 
to you. 

As a company of fanatic gamers, we love the idea of gamers all over the world tap- 
ping into cyberspace to see, touch and feel our latest games. No hype, no market- 
ing campaign; just great games. To make it work, our goal is to keep this site fresh 
and new, to make it a place where you can tell US what you like about our 
games... and what you don't like about them. So use the feedback options on 
these pages and sound off. 

Enjoy your visit in our Web site, explore all the different areas we have to offer, 
and come back soon. Check us out in the weeks and months ahead; we will be 
introducing new and exciting areas for you to experience. 

Once again, Welcome! 

Brian Fargo 



Welcome to Interplay Productions! 
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HOW TO 
GET THERE 

Interplay's World Wide Web 
site is an Internet service 
designed to give you the lat- 
est information about 
Interplay and our products. 

The site features our demos, 
upgrades, product informa- 
tion and ordering informa- 
tion. 

From your Internet account, 
point your favorite 
browser to: 
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http://www.interplay.com 



